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VIRTUA FIGHTER 2 

Last month we brought you an in-depth look at the development 
version of the title, and this month we bring you a feature on the 
finished game! Luckily, this is by far and away the most innovative 
combat title ever seen on a console, and just to prove it, we bring 
you eight pages on every aspect of the game. And don't forget 
exclusive review too! 



FIRESTORM 

Core Design Wowed Mega-CD owners two years ago when they 
unleashed Thunderhawk on an unsuspecting public, and they look 
set to do it again with this Saturn version of events. Ground break 
g graphics, lightning-fast gameplay and 

m there... 

X-MEN: CHILDREN Of THE ATOM 56 

Converted from the top arcade title, X-Men looks set to take Saturn 
owners by storm when it's released officially in February. We take a look 
at a 50% complete version of the game, and reveal essential gameplay 
details. 

JVC BOXING 60 

It's always difficult to convert this sport into a game format, but JVC 
have definitely come up with the goods in this ace boxing tournament. 
We bring you all the game details in this four page feature. 

RALLY UPDATE 64 

AM3are putting the final touches on this mighty title and although the 
review version isn't quite ready yet, there's plenty of new features to 
show off, including the infamous ghost car and the now-finished two 
player mode. 



TARGET 

Everything that Wing Arms should h 

Sky Target should be in the arcades 

look at the game and ponder on the inevitable 

ncement. 



FIGHTING VIPERS 

Unveiled at the Japanese JAMMA show 
Fighting Vipers is coming to the UK 

the game's background, plus a word or two 
himself! 



TIME ATTACK COMPETITION 48 

This is your LAST CHANCE TO WIN FREE SATURN GAMES FO|S>A 
YEAR! Plus, you'll get the chance to see just how crap your times are 
on Daytona in comparison to people who are really good at it. 

THE FUTURE OF THE SATURN 50 

We all know that the Saturn has come in for a lot of bad press 
recently, and we're here to set the record straight. Find out why bu 
a Saturn is the only choice when it comes to 
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news 



SHOCK NEWS!!! WIPEOUT TO 
APPEAR ON THE SATURN!!! 



Just as Sega Saturn Magazine mas going to press, it was, er, 
shall we say, discovered that most of Psygnosis' games devel- 
oped for the Sony Playstation will be making their way to 
Saturn in the early months of 1996! The official line on this is that 
the games WILL NOT be published under Psygnosis' own label 
(currently affiliated completely with Sony) as they have an exclusive 
contract with Sony Interactive. However, it is quite likely that the 
titles will be developed by Psygnosis (although Wipeout is currently 
being developed in Japan) and published under another name. 

So, this means that you could be playing an awesome 
conversion of Wipeout on your Saturn as early as March. Industry 
sources have already witnessed the game in action and it's already 
in a fairly advanced state - early indications are that it will be every 
bit as good as the Playstation original. Of course, if games such as 
Wipeout are due for the conversion treatment, it's also fair to say 
that most of Psygnosis' other titles will also appear on the Saturn 
too. This includes hits such as Destruction Derby. 3D Lemmings and 




Discworld . all of which are out in the shops now. as well as Adidas 
Power Soccer. Crazy Ivan, Sentient and Assault Rigs, most of which 
are going through the playtesting process (on the Playstation! at the 

Naturally, anyone who's expressed even a passing interest in 
the Playstation will be aware that the previously mentioned titles 
are among the most exciting and innovative games that Sony has to 
offer (in fact, it's ALL they have to offer in terms of ground-breaking 
gameplay) and seeing as you'll be experiencing brilliant conversions 
of these AND other company's games such as Namco's Ridge Racer 
and Tekken (all being well, of course), it raises the valid question 
that Sony Interactive may not quite have the 33-bit war well and 
truly sewn up after all. In fact, if you can get all of these brilliant 
games for the Saturn in the near future [and we are talking mere 
months here), you might be wondering whether it's worth the 
bother shelling out three hundred odd quid for Sony's 
Playstation at all... 




Destruction Derby is another Psygnosis title that could be appearing on the 
Saturn, although no official statement has been made regarding the game yet. 
However, it's fairly safe to say that you'll be seeing it next year. When you 
combine games like these with the might uf Sega Rally, Virlua Fighter 2, Manx 
TT and Fighting Vipers (none of which will appear on the Playstation EVER) 
you'll have to admit that the future is looking very bright Indeed for Sega. 




* A 



It's even possible that newer Psygnosis titles such as Krazy Ivan and Assault 
Rigs will he converted to Saturn. It hasn't been announced who will snap the 
titles up for release, but it's been rumoured that Sega themselves are after 
them. A poke in the eye for Sony indeed. 







Virtua Fighter 3 



Virtua Fighter 3 is deep in development at the 
moment, and although no actual arcade shot* have 
been released on the title yet, there's plenty of news 
on new characters and game progress. Head of AMa's 
development, Vu Suiuki, revealed that the team are 
working on a new Sumo wrestler-type character, 
although presently they are having a few problems 
with the Jumping moves, so he may not make It to 
the final game. There will also be new Japanese 
female character, although again, no more details 
have been released as yet. All of the existing charac- 
ters from the previous two games will also appear in 
the third episode, and each fighter will be updated 
with new moves as well as an upgrade In animation. 
AM3 haven't announced an official release date for 
the game yet, but we'd estimate that it will probably 
be finished in around four to six months - the Saturn 
version will no doubt follow a few months after that. 
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how un-pc mm mm 


Shock! Horror! Virtua Fighter Remix and Panzer ^^iai53B^^? 

Dragoon are to appear on the PC before the end ^SHML^H 

of this year! What is the world coming to? 

Actually, it's not all that bad really. Techno-types NVIDIA have developed 
designed to cope with the conversions (it will only work with top of the range 
packaged with Virtua Fighter Remix. Saturn joypads will also be compatible w 

Some of Sega's 16-bit products will also be making their way to the PCjr 
Cat Alley. Sega will also be developing specific titles for the PC. and will releas 
label Sega PC. 


a 3D accelerator card specially 
PCs) and the board comes 
th the accelerator card, 
eluding Comix Zone and Tom 
all of their titles under the 


SHAPC. " * 
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The race is on! 

In addition to many other PC titles (such as Heart of Darkness), Virgin will also be bringing their smash-hit Indyl 
i to the Saturn in the early months of next year. Touted as one of the best racing titles on the PC, it's very 
different from Sega's own Indycar 500 arcade title (oho due to appear on the Saturn) but it is of outstandingly 
high quality and enjoyed review marks of over 90% when it was released on PC. 

The PC to Saturn conversion should be 100% faithful to the original game and may even have some added 
extras, although again, nothing's been confirmed yet. It's also been unconfirmed how far the programmers are 
into the finished product, but these are the first Saturn shots to appear on the title. More next month. 






Virgin sign up 
Capcom titles 

Continuing their quest for world domination. Virgin have 
gned up many of gaming giants Capcom's titles for 
>e over here. Although the titles they have will appear 
both Playstation and Saturn, the Saturn conversions will appear 
.t and among the titles on offer are Streetfighter Alpha and | 
Oarkstalkers: the Revenge (see adjacent news story). Virgin are un: 
of exactly when the titles will see the light of day over here, as the) 
till pretty deep in development over in Japan, but they are hoping t< 
1 couple of months of their release in Japan 




N!> THE FIRST COPY OF 
BA COP IN THE COUNTRY! 

Although there's little over two weeks 
before Virtua Cop is released in the 
UK, there's still time for you to enter 
s brilliant compo to win the first 
copy of Virtua Cop in the coun- 
try, plus a Virtua gun to go 
vith it. There's no special 

questions or anything for 
this compo, just send in 
your name and address 
to us by the end of 
December. The first entry to 
s will be sent the gome 
\e day - almost a week 
[ before all your mates will be able 
o go and buy it. Send your entries 
o VIRTUA COP COMPO, SECA SAT- 
' URN MAGAZINE, PRIORY COURT, 
}0-}2 fARRINGDON LANE, LON- 
| DON ECiR 3AU. Like now. Oh, and 
I of you're reading this and it's too 
er the compo - tough, 
buy the magazine as 




news 



WRESTLE MAGIC! 

First seen on our preview video last month, WWF Wrestlemania is 
set to appear on Saturn in the early part of next year. Converted 
from the hilarious coin-op, it will feature all the elements from the 
hit arcade title, and will be a multi-player game. 

At the moment, distributors Acclaim are busy working on the 
PAL conversion of the title (it's already available on the Playstation - 
import only) and are hoping to have a finished version of the title 
ready by Christmas, although it won't surface in the shops until a 
month or so later. However, although WWF games in the past have 
been a bit below par, this 
is absolutely brilliant fui 
with an abundance of 
multi-hit combos, and 
loads of spei 



GET YOUR ORDERS IN NOW!!! 



Yep, there't bound fob* a huge demand for Virtue Cop when it'i released In Just a couple of weeks, 
and Sega have already told us that there will only be limited amounts of the game available before 
Chrlstmai. However, the release date has definitely been set for OCCEMBIR 8th, and even better h 
the news that the game itself will only tott 144-99- » special game/gun pack will alio be available, 
lotting £59.99 f°' " ">py "f the game and a gun, and separate guns will tost 1 14.99- So, If you buy 
a game and gun together you'll make a saving of around a tenner. Not bad, eh? 





In the hunt 



Vet another of Capcom's arcade titles. 
Vampire Hunter (an incredibly successful 
beat 'em up], will be released on the 
Saturn towards the end of this year 
(Japanese street date December 29th!. The 
title is the follow up to Darkstalkers. a 



well as few new moves for some characters At 
the moment, the title is around 70% complete, 
and Capcom are hoping for an arcade- perfect 
conversion. Expect the title to be released over 
here by Virgin in early '96. More news soon. 




Earthworm gift toys to hitUK! 

Not only does Earthworm }im have bis very ( ~ m\\%\\\\\\\%\t\\\ ^^§^t\\\\\\\\\\\\tw^ tt\\\\\\\^ ^^EamettP^^e^m* 




Shiny Entertainment, 
whole line of Earthworm . 
and other doobrles. Fans of 
either of the games will 
recognise ail 
their 
favourite 
characters 
the figures, 
and there's 

ones to find too. 
There's been no 
word as to whether 
the figures will appear 
officially over here, or of hi 
they will cost if they do, bu 
one's bound to snap them up 
distribution - a sure-fire hit they 
will be indeed. 
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Cyber-Conversion 

If you ever owned a Mega-CD, Snatcherwill ring more than a few 
bells - it was probably one of the best adventures ever to appear on 
the format. Anyway. Konami have just announced that they will be 
bringing this cyber-adventu re to the Saturn and although the story 
and gameplay will remain the same, the graphics will be treated to 
an update and there may be an extra episode for Saturn owners 
(although it's undecided at the moment]. Although this probably 
isn't the most exciting news in the world, it does hold hope for the 
future, both in terms of Konami releasing games on the Saturn and 
also in gameplay terms. Vou see. Snatcher already has a sequel 
called Policenauts, which is currently doing the rounds on the 3DO 



ROLLING 
START! 

If you're still thinking of buying a Saturn, there's 
a special pack just released which bundles 
Daytona with the Saturn for ijqg. There you 





HAS FIFA BEEN KIDNAPPE 

If you're wondering what 's going on with the Saturn convtnlon of FIFA Soccar, worry no mora, 
bacaufa we've Jutt had nawi that It IS on the way and should ha out In tha thopi by Dacambar 
joth. It seemed that tha programmers were working to gat tha Playstation conversion out first, 
but we've juit been informed that tha Saturn version li vary likely to hli tha shops on tha tama 
day at tha Playstation version does, which indeed should be true of moit EA games. This could 
ba down to tha fact that Sony have been "difficult" about allowing developers to gat thair 
games approved which hai hindered developers, or It could ba that tha development team have 
got their trousers together and finished tha Saturn version In time. Who knows? 




Virtua Fighter 2 And SEGA Rally release news! 



Although Sega Europe have managed to get Virtua 
Cop out In time for Christmas, It's looking very 
unlikely that either Sega Rally or Virtua Fighter i will 
appear this side of 1995. However, fret ye not, as 
there's a perfectly good reason for this. After getting 
somewhat panned for the conversion of Daytona, 
Sega have decided not to release any PAL versions of 
games until they can get them as near to the 
Japanese originals as possible. And that means full 
screen, full speed conversions. Yep, Virtua Cop Is full 
screen and so will all of Sega's other star titles be 



too. Unfortunately, this may mean that you'l 
wait a couple of extra weeks befoi 
buy the game, but Sega 
feel that It's better to 
get a perfect 

conversion into the shops 
rather than rushing the 
games purely to get them out 



ry release date for Virtua Fighter 2 is January 8th. 
jfc and Sega Rally should follow at the 
/ end of the month (this won't even 

m be out in Japan until December 
rTT^y 29th). Although this may be slight- 
m ly disappointing to readers hoping to 
^"^W have all three games in 1 
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Iways will be a certain amount of wait' 
Ing time purely because the games 
0 be reconfigured for PAL 
ries. So, full screen, full speed 
GUARANTEED! Brilliant! 



In Development 



Once a 



we round up all those titles which are 



currently in development and may, or may not see the light of day as official releases in the UK. 
We'll also be taking a look at how some of the more advanced titles are changing as they get 
closer to Beta stage, and there's even a sneak peek at a few obscure Japanese titles that probably 
won't make it over here in any form. 




Virtus Fighter or anything. Nope, 
weapons with special 
Saturn will benefit from some changes to the 
original title -there will be an as yet undisclosed 
amount of new characters, making the game 
re different from the original. 
It's difficult to tell at the moment just how 
close the general Saturn conversion of Toh Shin Den 
will be to the Playstation original, but it's not 
because the Saturn can't handle the game's power 
or anything like that In fact, it will be down to the 
developers' ability to programi 
than anything else. Here's a fe 









in development 








in develo p ment 




With Virtua Cop 2, My 500 and the much hyped 
Virtua Fighter 3 all coming to the arcades in the 
near Mure, Sega's reputation as leaders in the 
coin-op field looks stronger than ever. And, as if in 



the coin-op masters have delved into their golden 
past as inspiration for their latest state-of-the art 
coin-op title. 




Sky Target looks set to wow a UK audience when It's released - its 
dynamic graphics and Fast action puts other night aims to shame. 





F YOU H 



" AtTERBUBNEH, 
II LEGENDARY BLAST in 
I EMM If AN IN-TO-THE MMH 1 
I CONCENTRATING ON FAfT-PACID I 
ANV BORING FLIGHT SIMULATOR ASPECTS. FLYING 
ON A MISSION TO DESTROY A STOLEN PHOTOTYPE FIGHT!*, VOU BASICALLY 
TO f HOOT IVIRVTHIN6 IN SIGHT. SWARMf OF FIGHTER 
ASSAULT VEHICLES, ENEMY BUILDINGS - IUST BLOW 
THI LOT AWAY WITH VOUR HOMING MISSILES, 
RALKAN BOMBS AND MACHINE GUN. YEP, THI f PIRIT 



CHOCKS AWAY! 

Of course, while Sky Target might sound to be, in 
essence, just a rehash of Afterburner, it promises 
to be a far superior beast. For starters, it uses the 
Model a board and we all know what that means. 
Super smooth, texture-mapped polygon graphics 
turn a simple shoot 'em up into a realistic looking 
flying experience. 

As you've come to expect from almost every 
game nowadays. Sky Target allows you to switch 
between four different viewpoints throughout the 
game, from the full-screen view, or the in-the- 
cockpit perspective, to exterior following-the- 
plane views. 

Adding to this expansion of the Afterburner 
theme, the game also allows you to select your 
fighter plane from four different types of craft. 
There's the F-14 Tomcat from Afterburner and 'Top 



STAY ON TARGET! 



in', the more mobile F-15, the stunt 
ighter F-16, and the French 
strategic multi- mission fighter - 
Rafale M. 






Thanks to the Model 2 board's incredible 
graphical abilities, Sky Target pits you against 
the kind of enemy craft that 
would have had Tommy from 
Afterburner soiling his under- 
crackers. There's the usual 
mass of enemy fighters you 
can 'lock-on' to with your mis- 
sile sight, but the big event of 
each level is The Bossl Found 
at the end of each stage, 
these monstrous enemy craft 
are more than ten times the 

size of your own plane. It's at about this point that you can 
experience the juddering feedback of the joystick as your 
craft endures ioo% damage and plummets to the ground! 

LOWERING LANDING GEAR! 

Sky Target proved highly successful when unveiled at the 
September JAM MA show in Tokyo and should make it into 
British arcades very soon, when we'll all be able to give the 
game a thorough playtesting. After that, all things going 
well, the game could be slated for Saturn conversion, 
although Sega have yet to make any comment to that 
effect. We'll just have to wait and see. 



novative Model ! board, 
Ih polygon graphics. 



coi n-operated 
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coupli or month I, SEC A SATURN MAGAZINE CAM 

| MING VOU THI MOIT UP TO DATE INFORMATION ON TH 

) THIH'l IVIN • FIW WORD! ON THI IUIIICT OIRICT FROM 

GURUf AM2| 

Although Fighting Vipers is little more than 70% complete, the actual 
game was on free play to all punters at the JAMMA show, and all of the 
characters were completely playable. Scheduled for a December release in 
Japan, Eastern gamers are already going completely bonkers over the title 
and AMz themselves are putting the finishing touches on the presentation 
this even includes adding more moves to each character. 

Anyway, if you can't tell by now, Fighting Vipers is a one on one fightir 
game, and it was developed using the same game engine developed for 
Virtua Fighter 2. Basically, it's the same game concept all round except that 
there's new characters and millions of new moves. Unlike Virtua Fighter 
there's no "ring out" option - instead the fighting arena is surrounded by a 
fence that fighters can be slammed into. 

All of the characters in Fighting Vipers wear a suit of armour which 
wears out as the fight progresses. Particularly dramatic clashes between 
fighters are played out from three different perspectives and the degree of 
damage to either character will be shown alongside their strength gauge, 



INTRODUCING... 



In all, there's ten fighters, and as you would expect form AM2, there's 
biiarre character explanation to go with each. And here they are... 




PICKY 



2 



it ambition 
was to join the 
marines, but 

due to a violent 
incident. 
However, she 
continues to 
fight to try out 
her strength. 



V He started 

^^K^w fema|e 

^^^^Br 1 classmate, 

^^^Jr uses complicat- 

^^^P^^^J ed skateboard- 
I^^Hfl ing techniques 






mum 


A silent and 

who likes to 
ride a huge, 
remodelled 
scooter. He also 
likes the 
number 3. 





I BAN 




The head of a 




gangster mob. 




revenge from 
his father who 
abandoned him 
and his mother 
when he was 




very young. 




LAKSHELL 


r 


■ A vocalist and 
H guitarist In a 
H rock band. He 
_H hates his 

father, who is a 
jP municipal 
r council worker 
I and fights sim- 

ply for the 
r publicity. 



TOKIO 


ST? z 


Originally from 






a band of 






Kabukl actors, 


, 


^ M 


Tokio turned 






his back on his 


1 




family and 




m 


fights only for 






passion. 
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YU SPEAKS! 




Usually far too important to be bothered with lowly press types, YuSuiuki, 
Head of AM2. recently took a few minutes out to speak to Japanese journal- 
ists dbout thti development of fighting Vipers. When asked about the board 
used to develop the game, he commented "They are basically the same 
[the VFz and Fighting Vipers boards]. Except that the board for Fighting 
Vipers has a slightly faster processing speed. We are also getting a hlj 
response to displaying more polygons, but that only has 
the overall game. The Saturn version of VFi Is almost a perfect 
so the team working on arcade games have to do their best to bring out the 
highest quality in arcade games that cannot be experienced on the Saturn." 

Hmmm. Sounds like a Model J board could be on the way. However, Mr 
Suiukl seems to be holding his cards very close to his chest. " I can only see 
that Model 3 would be brilliant. During the Jamma Show, I found 3D to be 
the key word for future development. We will be able to show you the best 
3D graphics on Model 3. Once the graphics are developed, the game quality 
would be our challenge." He also commented that "It's not a matter of can 
or cannot, but it is a must to develop a Saturn conversion of Fighting 
Vipers." 

Other members of AM2 were also available for comment on Fighting 
Vipers and revealed to Japanese magazines more gameplay details. When 
probed over the difference in handling between fighting Vipers and VFz, they 
said, "The continuous hitting of buttons will continue the fight. Also, there 
will be several paths to take in terms of technique from the 2nd step to the 
jrd step. The guard attack will enable the player to first guard, then fight 
back. It makes it possible for the the character to fight back, even thou| 
they may be cornered. We want to make this game another hit 
like SNK's series of titles like Road to Victory and Samurai Spirit; 



revi e w 





cc. Worm) could very easily 
3me the surprise hit of the year. 
I Combining the wicked punles of 
Lemmings with simple shooting 
action, Worms is one of the most 
addictive games we've seen in ages. 
Why. grown men have been seen crying at the 

have been screaming with glee at the prospect of 
blowing ten tons of dynamite into their 
competitors. 

Which, we do appreciate, may be a little diffi- 
cult to tell from these screenshots. We have to admit 
that they don't exactly show the game off very well 
But that's because Worms doesn't rely on the graph- 
ical content of the game to entice the player Nope, 
it's all 100% gameplay here. sir. Up to four teams 



Worms doesn't rely on the 
graphical content of the 
came to entice the player. 
Nope, it's all 100% gameplay 

HERE, SIR. 



take it In turn; to drop bombs on each other in the 
eventual hope that they'll wipe out their enemy's 
team. It's possible to build bridges, tunnel through 
the landscape and even bungeejump In an 
attempt to reach enemy worms, and a different 
landscape is generated every time you play the 
game, with a total of 3 ; billion possible game 
areas in all. There's also a save option enabling you 
to save any favourite particular landscapes, and 
the whole game is played under time constraints 
of up to fifteen minutes. If there's still worms 
hanging around by that time, then it's straight 
into a sudden death mode where each worm's life 
is reduced to just one point - in which case, the 
first team to kill a worm wins the game 

There's twenty different weapons to collect in 
all. and with so many different ways of playing it. it's 
just possible that this could be one of the most 
lastable games ever - it's ruthless bombing action 
certainly makes it a much better bet than puzile 
classic, lemmings But. if you're after a definitive 
opinion, we're afraid you'll have to wait for a while. 
Although the game version shown here is almost 
complete, the programmers are still working on a 
few details on the title, which means it won't be 
completed for a couple of weeks. Next month, 
however, we'll definitely have the review for you. 



Worms. Seem to be MmUX M iTflETI in videogames at the 
moment, don't they? IgTHiU'MJuliffll has already made his 
second attack on the 16-bit market, and now thousands of the 
blighters are preparing to take over the Saturn. And if you're 
not careful, they might iust fTVj J.WJA'i.HIIIU-J too. 
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he game is split into four phases, one 
of which is action, two being tactical 
and the fourth a series of FMV 
sequences that propel the plot 
along. The last of these Is probably 
the most bizarre: starting with the 



enactment of a feast, your character Is bestowed 
lands by King Winthrop, and given a sword, 
Crimthwacker, with which to defend them. Later 
FMV sequences are a mixture of random news 
reports, ads, animated sequences and spoof cable 

The first tactical scene follows, giving you a 
portion of time to spend your income on various 
projects in and around your village. These range 
from planting trees and buying cattle to defensive 
measures like pits, fences and walls. Your defences 

A CROUP OF MONSTERS, 
HORDELINCS, ATTACK FROM ALL 
DIRECTIONS, DESTROYING CROPS, 
BUILDINGS AND GOBBLING UP 
THE VILLAGERS. 



come into play in the next phase — the action 
sequence A group of monsters. Hordelings, attack 
the village from all directions, destroying crops, 
buildings and gobbling up the villagers. Your armed 
character can destroy thern. and well -developed 
defences will hinder them. 

At the end of this phase, damage is assessed 
and your income and village both prosper by limiting 
the attack of the Hordelings Gradually, the 
alternating tactical and action phases become more 
complex — your village sprawls into surrounding 
territory and your enemies become more powerful. 

Occasionally, a final phase where you pay taxes 
to the King's nefarious exchequer takes place, which 
also gives you the chance to purchase items of 
particular value: stone walls lo replace fences, meat 
with which to distract the attackers. 

This somewhat complicated overview belies the 
real simplicity at the heart of the game, which 
actually fits into a select genre known as 'panic 
games'. These evil little titles have scenarios which 
aim to overwhelm you with tasks and difficulties, 
where only a cool head and methodical gameplay 
will see you through. Whether Saturn owners wish 
I to be panicked by The Horde's hordes remains to be 

seen. We'll be calm and collected for the review next 
month. 
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BMG's initial Saturn tranche of releases are conversions of 
Crystal Dynamics' games first released on the 3DO format last 
year. And an "TlEflHr^'iiHii'if'mJ-l they are too, with the Horde 
in particular not fitting neatly into any category. That's because 
there isn't, to our knowledge, another game that expects you to 
■!nm;i:l,.tJ.lht^ir?1IFTTJfrom ravening monsters. 
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I mong their first batch of titles up for 
release are both Solar Eclipse and 
Blazing Dragons. Both created by 
Crystal Dynamics, both have already 
enjoyed some success on the }DO. In 
' fact, Crystal Dynamics have an 
juration >n the video game industry, 
mainly as they were responsible for some of the 
early Silicon Graphics demos touted a few years 
back. But, as any programmer worth his salt will 
know, creating games is a whole different bundle of 
start leads, so to speak. And so far, it's probably fair 
to say that Crystal Dynamics are still finding their 
feet. However, all of their titles have been remas- 
tered for the Saturn, so with any luck, by the time 
they're finished, they should be pretty good. 

Hell, it was so successful on the 3DO that an 
animated series of the game has been scheduled to 
appear on ITV in early 1996. 

Blazing Dragons takes the player back to the 
bygone days of King Arthur, except that the tables 
have turned and the evil dragons have become 
knights, while Arthur's trusty men are mere slaves. 

It's difficult to tell what the 
final versions will be like, 
although it's fair to say that 
there's still a lot of work 
left to be done. 



So. the gameplay is more focused around the 
dragons than anything else, and there's one in 
particular whose trials of life you'll follow - Flicker. 
He's a bit of a bumbling idiot really, and you'll have 
to steer him through all sorts of mishaps in order to 
prevent him form running into his arch- rival, the 
Black Dragon (an evil mechanical contraption). 

Solar Eclipse however, couldn't be more 
different. In fact, it harks back more to traditional 
gameplay. being the 3D shoot 'em up that it is. 
Actually, the code we've seen is still very early. 50 it's 
difficult to tell what the final version will be like, 
although it's safe to say that there still is a lot of 
work left to be done on the game's presentation and 
graphics. As far as content goes, this is your standard 
blaster - there's loads of levels, plenty of power ups 
and masses of huge enemies and bosses that pop up 
out of nowhere. 

At the moment BMG can't give any official details 
as to when these titles will be released, but with so 
much development time already spent on them, we'd 
hazard a guess that they'll be out within the next two 
months. Look out for more info next issue. 
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Late last year, BMG delivered a h *iaa m ■ »j t JiHylTT^Ti to all 
magazines which contained all of the forthcoming year's 
products. But since then, very little, in fact, NOTHING has been 
heard of the companv. FfliTJCTitfifliHTILf l .l ^Hf.H What have 
they been doing? Well, it's pretty easy to find out - they've 
completely 'j.MiiiJ.IUJI J.MnffllfTfllllirT . have disbanded all 
support for the 32X and are going all- out[ 




for Saturn domination. 
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After the BfflHnBHBIthat was E?HHIM3II5HIjl it's hardly 
surprising that most people h a ve I PH in 1 1 H H if 34 J 1 n Golf games. 
Whatever happened to the classics of the genre such as the 
■ TOSffEffl iltfiUJ J fJfl Why aren't they on the Saturn? 




evidently, it seems you do. Almost 
ryone who's ever owned a console 
than Mkely owned a golf 
;ome description. It's a kind 
1 of Interdependent relationship. Like 
cheese and wine. Or something like 
that. Gut, the golf game has had a bit of a rough 
time of It since the Saturn was unleashed on the 
public a few months ago. For a start, no one seemed 
very Interested In developing a golf game for the 
next generation machine. Except for Sega that is, 
who promptly developed the rather tragic Pebble 
Beach Golf - which received something of a panning 
when it was released in September. Still, it seems as 
though developers are getting round to creating golf 
games - even EA are bringing their legendary golf 
series on to the Saturn in the not so distant future. 
But what of now? Where are we to find our 

you won't have to look too far because US Gold have 
finally reared their rather large and important head 
and come up with a rather nifty golfing game, 
entitled World Cup Golf. Encompassing none of your 

Encompassing none of your 
made up golf course rubbish, 
this offers you the chance to 
play on one of the world's 
finest golf courses. 



made up golf course rubbish, this offers you the 
chance to play on one of the world's finest golf 
courses - the Hyatt Dorado Beach course in Puer 
Rico. As youd expect, all the course graphics are 
taken from Silicon Graphics renders and there's i 
hole-by-hole commentary throughout 
the title. 

World Cup Golf has already 
appeared on PC earlier in the year, but 
the Saturn version has had many 
improvements made to it in fact, 
producer Gavin Cheshire even goes as 
far to say, " There are a lot of golf games 
that play well, and others that look great but play like 
dogs. With eight months of further fine tuning of an 
already superb golfing engine, linked to the massive 
power of the Saturn, World Cup Golf stands head 
and shoulders above the competition.' 1 We'll see, Gav, 

World Gup Golf is almost SoStcomplete and 
scheduled for a December/January release, so we 
should be able to bring you a full review in 
neict month. 

& 
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Loads of time and effort has been put Into getting the sprits 

nt absolutely spot on, and although thin was re 
on the PC tome months ago, US Gold have taken it hack to th 
drawing board and given the gamepliy and graphics 




letter^ 

Well, the first issue of SEGA SATURN MAGAZINE has hit the shelves, 

and the response, thankfully, has been great. Most people are very happy indeed with our change of image and increased aceness of coverage, and 
we're very happy with you being happy. So let's all go and live in some idyllic hippy commune somewhere and hug each other. Or alternatively you 
could just keep writing to us on any kind of Sega or gaming subject, or tell us what you've had lor your tea or anything. Hey man, we're your 
friends. So anyway, get on with it, and send the results to the DONUT COMES ALIVE MAI LB AG, SEGA SATURN MAGAZINE, PRIORY COURT, 
30-32 FARRINGDON LANE, LONDON EC1R 3AU. Thank you. 



WHEY HEY! 

DEAR SSM, 

Firstly I'd like to say congratulations. WHEY HEV 
very well done to an excellent first Issue launch, 
an excellent promo video. 

Grovelling over I would just like to ask 
where is the hints 'n' tips guide for the Saturn 
and are you going to be publishing one in the 
near future? 

If possible please could someone help me 
on Bug!, I'm stuck on Splot Scene I as I cannot 
get past the five floating bubbles. When I rang 
the Sega Helpline (ha ha) they replied nc 
available to give help as they don't have time to 
all games and they don't give tips out. After spei 
£400 on Sega Saturn and £300 on games surely 
make time to help us novice gamers who are stl 
it would be interesting to hear how many 



legativ* 



?rfrom Sega. 




Carry on the good SSM, 
Karl Swan, Luton, Beds. 

You've got a fair point there Karl, it would be nice if Sega ran a helpline 
similar to that operated by certain of its third party developers. Perhaps if 

enough people ask them nicely they'll set one up. We might publish some kind of 

tips guide in the future, but there aren't really enough ga 

to warrant it right now. But there is a level select for Bug 

month's tips section, so it's not all bad newsl 

SURPRISED I DIDN'T WIN 

DEAR SECA SATURN MAGAZINE, 

Firstly I would like to say that your magazine is the best a 

Now on to the main reason why I'm writing in. Whi 
ing at the results of the Virtua Fighter competiti 
surprised and disappointed that my character w 
that you printed Now I don't want to criticise 
any of the entries as some of them were ace 
but I think that my character, Tyra Star, was 
just as good as. or better than the best of 
those efforts. Although the history was inaccu- 
rate [I found out that Dural was a robot not a 
human after I had sent it in) it was quite imag- 
inative and really, that was what you said you 
were looking for. 

After working on it just about every day 
for a month I feel as if I have wasted my time, 
especially since I should have used all of that 
time doing my homework [That's not our fault 
- SSM]. I am currently in my final year of sec- 
ondary school and I have fallen a bit behind on 



English, Technology and Geography because I used some of my home- 
work time on the competition, although I'm catching up now [That's nice 
to hear -SSM]. 

All I am asking you to do is to send my work off to AM2. If it isn't possible 
could you at least print it in the maga:ine and see what other readers think 

That's all I have to say other than "Keep up the good work". 
Perminder Sumon, Huddersfield, W Yorks. 

42, Well you seem to be lacking somewhat in the imagina- 
' tion department, having not been able to a) think of 
something more constructive to do with a month's worth of evenings 
your age, or b) foresee the ensuing detrimental effects to your educa- 
tion Just think, you could have fallen behind by going out and sniffing 
joyriding, and instead you spent the time on a competition, 
i why you didn't win. Still, I blame the parents, 
Ve can tell you what the other readers think. They don't care. 

FRENZIED BOX OPENING 

DEAR SSM, 

I recently found myself in the nice position of actually 
having some money left at month end. So, off I went to my local computer store 
and bought myself a Saturn plus RF lead (my television does not have a SCART 



hen 1 got home, I read the 
Saturn handbook only to discover 
that I did not need an RF lead as the 
Saturn can be run through my 

Now, surely if this is a viable 
option for people with SCART-free 
television, why was it not made 
more widely known? I. and many 
others alike, have bought a £35 lead 
that I don't need 

Surely information as simple 
as this could have better publicised 
by Sega or are they too intent on 
making money at the expense of 
■paying end 1 




S Bethel, Twyford, Berks. 

t It's hard to apportion blame in this case, 

Mr B. Sega could perhaps have made it 
er that any old SCART socket in the house 
d run your Saturn for you, but then, so could 
Maybe manufacturers just assume an 
chnical familiarity on the 
part of their customers. But future Saturn owners 

SCART sockets are perfect for 
your console, so no RF required. 
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Clockwork Knight 1, out in the shops now for a few of your earth pounds. 
And rather good il is too. 



MUMMY.- 

i'm scared 

DEAR SSM, 

I have read many magazines over the las! 
few weeks and I have noticed that many 
people are slagging off the Saturn 

For example, in one magazine they 
pointed out that in the year to come the 
Saturn would struggle a lot competing 
against Sony's machine. What are they 
saying? They don't even know what Sega 
have lined up yet. I have also read that 
Sony's games have been programmed 
using many different libraries. I hope that 
Sega Rally, Virtua Fighter 2 and many 
other games made and released by Sega 
using their libraries outshine the 
PlayStation games 

Vour magaiine is excellent in every 
aspect - Virtua City's great! 

PS Where's the posters you used to 
give away? 

James Cross, Hale Village, Liverpool. 

The Saturn has an ace new library, 

the SGL OS in fact. Vou can read 
more about this fascinating development 
and other interesting and inspiring 
insights into the future of the Saturn in 
our special feature on the subject elsewhere in this issue 
PS: They're up on your wall. 

WHAT A RRP OFF 

DEAR SEGA SATURN MAGAZINE, 

Oh dear, Sega are at it again. I have always been a loyal si 
of Sega but recently I was very disgusted. In late Septemt 
strolled down to my local computer store and purchased a new 
shiny Saturn and a copy of Dayton a at a RRP of £399. 

It was only on that Saturn advert I noticed that the RRP had been reduced to 
£299 to battle with the PlayStation. I had signed up to a buy now pay later scheme 
where I take home the Saturn and am expected to pay £399 next April. Cool, I 
thought, that's a hundred quid in my pocket. But when I checked the contract "The 
sum at time of sale, due in April". Oh dear! 

sick in all my life. I was told there will be a few reductions 
dred flipping quid. I could have bought a Megadrive with 
people wanting a Saturn this Christmas - wait until the 
iving them away in boxes of cereal. Seriously though. I rec- 
end you wait, you will save a fortune. 

Jerry Cocking, Btundeston, Suffolk. 



^ r You've remained admirably calm for someone a ton out of pocket there, 

Terry, and for that you must be applauded. However, whilst a pre-Chrimbo 
price reduction was inevitable, the severity of the cut is dependent on both the 
weakening Ven lowering import costs and the fact that the £399 machine comes 
without a bundled game - so customers have to shell out for Virtua Fighter, which 
hopefully you didn't. Still, it doesn't give you your hypothetical hundred back. Sorry. 
Maybe you could try suing the shop, or having a scream. Or murdering commuters. 

LAUGH AND SCOFF IN HIS FACE 

DEAR SSM, 

I was getting a little bit worried about my Saturn and future games. That is until I 
got the free video! Wow! I just wish to say THANKS. The future looks very impres- 
sive indeed, so now I'm off to my "PlayStation mates house" to laugh and scoff in 



that. Here '5 my advice ' 
Winter sales, they'll be 



is face 



la Ha H 



Carl, Birmingham 



MUMMY— I'M SCARY 

DEAR SEGA SATURN MAGAZINE, 

Firstly I would like to congratulate you on having the 
best toilet read in the country. No really, it's ACE - 
informative and could be classed as humorous - if you 
like that sort of thing! 

Having just purchased a Sega Saturn I am having 
trouble with this reality (ark - there's just no buttons 
out there in the real world and not enough blood-cur- 

One thing I want to ask, do you know if there's 
going to be a flight simulator for the Saturn like Fj9 
RetaliatorforthePC (but obviously with better graph- 
ics) where you can fly around quite peacefully then if 
you feel like it you can shoot the living crap out of 
something? 

Well, that's my dribble over. I will speak to you 
soon with my times for the Daytona Challenge. 
Big love. 

Matt Hosking, Clifton, Bristol. 

Thanks Matt, we love you too. There aren't any 
"-^^ flight sims of your dreams planned yet. Perhaps 
you could apply the same philosophy to this "reality" 
of which you speak. 

GET A NEW CAMERA 

DEAR SEGA SATURN MAGAZINE, 

I bought issue 22 of the Sega Magazine. I looked 
inside and 1 saw what I think was the most impressive 
game to come out on the Saturn, it was a preview of 
FIFA Soccer '96. I looked at the pictures of the intra of 
the game and I thought to myself "the graphics look 
really good". But when I saw pictures of the actual 
game being played it looked like a Master System ver- 
sion of FIFA. Is it your camera that makes the picture 
blurry or is it the actual game itself? If it is the camera 
I think you'd better change it because it will make peo- 
ple think that the graphics are pathetic and therefore won't buy the game. 
Anyway, this is the only complaint I have got. I think your magazine for the Saturn 
is great Keep up the good workl 

Michael Colfis, Glasgow, Scotland. 

^ - Sometimes, when games are really early on in development, we can't actu- 

ally get a copy of the game into our offices and have to take our pictures 
from grotty demos or videos. We'd rather have these in the mag than not show 
the game at all, but true enough they're not always of our usual pristine picture 
standard. But quit your whining or you'll get nowt. 

THE SATURN IS DEAD 

DEAR SATURN MAGAZINE, 

I am writing to you. out of concern for my new wonder console The Saturn, by 
Sega Sega is a company for which I have always had a lot of respect, until I recent- 
ly read in another mag that an American company called Lockheed Martin were 
developing the Saturn 2. and that the Saturn maybe prematurely upgraded or even 
phased out altogether! 

So after all that hype, all that money (some £700+1 1 have purchased a dead 
console. I, along with everyone else that invested in the Saturn, the add-ons and 
the games: - "SHOULD BLOODY WELL HOPE NOT". 

1 have always relied on your mag for info and insight into present and future 
developments in the world of Sega games, add-ons and consoles, and above all I 
find your mag is the only mag to get for all things Sega. 

Marc Foster, Cregagh, Belfast 

Calm down there Marc, you're in no danger of being rendered obsolete. There's 
' m ^f > no such thing as the Saturn 2, and Sega won't launch a single new piece of 
hardware until the end of 1998 at the very earliest. Although obviously future 
machines are always in development as they are for Sony, Atari and 3DO. 
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Despite the wealth of information at 

your eyetipS in every issue of SEGA SATURN MAGAZINE, 
some of you still have a thirst for MORE KNOWLEDGE. Providing 
this is the purpose of Q&A. if you like a question or two 
answering, make sure it's interesting and send it in to: 
YOU ARE A FOAMER, Q&A, SATURN MAGAZINE, PRIORY COURT, 
30-32 FARRINGDON LANE, LONDON EC1R 3AU. 



LITTLE TOMMY SPEAKS 

DEAR SATURN MAG, 

I am a Megadrive owner and I want to get a new 
game. Could you put this list in order, best to worst 
- Theme Park, Micro Machines 2, Virtua Racing, 
Comix Zone, Gunstar Heroes. 

2: 1 want to upgrade to 32-BIT - should I buy a 
32X or sell my Megadrive and get a Neptune? 

i When is the Neptune going to be released 
officially? 

4: If you buy a from Special Reserve as 
featured in your magazine would you still get the 
£50 worth of vouchers? 

Please answer my questions or I'll, I'll, er, I'll -0 

Tom G's Puppet, longsight, 



^ ML l! Gunstar Heroes, Virtua Racing, Micro 
2, Theme Park, Comix Zone, but they're 
2 & }: Sadly plans for the European launc 
of the Neptune have beer shelved indefi 
nitely. It's highly unlikely the machine wi 
ever see the light of day on these shores, 
so you're best off going for a normal 32X 
4: It'd be a bit crap if you didn't. Try 
ringing them and asking. 

POOR OLD SONIC 

DEAR SSM, 

I have just bought your number one 
edition of the SEGA SATURN MAGAZINE which is out 
of this world, so to speak, but there is one review 
that you printed which I entirely disagree with. It's 
Street Fighter The Movie. You only gave it 49% overall 
and 51% for graphics. Why such a low score? OK there 
are three other Street Fighter games around, is that 
why you scored it so badly? I mean, if it was the first 
Streetfighter game, then I would think that it would 
be a different story wouldn't itl Who cares what you 
rate it as, I enjoy the game. I enjoy playing it and 
don't say I'm a sad person 'cause I'm not, I've played 
Virtua Fighter as well and 1 can't wait until VFj is 
out! 

Please don't slag off a game because it's been 
done before, poor old Sonic never gets slagged off, 
does he? 

J Newman, Chandlers Ford, Hants. 

^ j, Streetfighter The Movie wasn't criticised for its 
''^^ I ate -coming slot in the Streetfighter lineage. 
After all, there aren't ANY Streetfighter games for the 




IS IT WORTH IT? 

DEAR SATURN MAC, 

This is the first time I am writing to you. I wondered 
whether it would be worth it because in recent mag- 
azines people have written and complained that 
some of their letters have not been published and 
answered. I only have a few questions that I would 

i: I have a Sega Saturn and 1 also have Daytona 
USA. Do you think for Christmas I should get another 
game like Virtua Cop or get the Arcade racer? 

2: Virtua Fighter came with my Saturn. In the VF 
Remix and VFj can you still access Dural? 

3: I've seen the reports of Bugl and they seem to 
lely good but is the game as good as it 



jnds? 




l: Do you have any more back rSi 
mber 20 of Sega Magazine? 

PS For all the people who write to the magazine 
please try to make your letters 

iderstandforthe 
people who don't know much 

ber one) there was a letter 
3^"^ I which re.id "In issue 21 some- 
M ■■ asked a quest 

ULidbMMjJ like to know the answer to. Is 
illlHlliliyil^H Daytona going to be Remixed 
with the new AM2 SGLOS?". 
Now 1 don't know what that means and I'm sure 

Simon Burnett, Chinnor, Oxon, 

jjZ, 1: Go for the game. The Arcade Racer is only any 
use If you've got loads of driving games to keep 
you occupied, 
3= Oh aye. 

j: It's certainly not bad. In fact, it's very good. 
4: Try calling o3c3 4688S8 

P5 The Aj SGL OS is a brand new Operating System 

produce brilliant texture-mapped polygon graphics. And 
brilliant they are. Keep reading the mag to stay abreast 
of these tricky quantum leaps in technology and amaze 



Q&A IS ACE!! 

DEAR SEGA MAG, 

Your mag is great and is the best one around and the 
idea of having a Q&A section is ace so please could you 
print this, it's the first time I have written in. Please 1 

1; My dad is just about to buy a PC but I say the 
graphics are better on the Saturn. Am I right? 

2: Will there be a keyboard with maybe a writing 
program on the Saturn? 

3: Is it possible to get the latest releases on the 
Saturn such as Sega Rally on the PC? 

4: The games on the PC seem to be copies of 
Saturn games except you have to read an endless man- 
ual before you start. Will there be such complicated 
games on the Saturn for boring old people (my dad)? 

5: How long will it be until Sega bring out a new 



on the Saturn? 

7: In the games club that I am a member of the 
Saturn Is £39999 but in one of your issues you said it 
wouldn't go below £200. How can this be? 

8: 1 may be able to get a Saturn for Christmas but 
I'll have to share it with my brother who will bring all 
his snotty-nosed friends round to crap it up as he has 
done to myMegadrive too many times! Please could 
you give me some suggestions of ways around this? I 
BEG YOUI 

Jonathan Walker, Burgh Heath, Surrey. 
_ J *2L 1 Er.„ in certain cases. It's better than most PCs, 



4 Games like Sim City 1000 and Theme Park are port-overs 
of classic PC games. Expect lots more of that type of thing. 

5 Not until 1999 at the very earliest. 

6 it's a possibility, but there aren't any concrete plans in 
public handsyet. 

7 DOES NOT COMPUTE I 

8 Perhaps you could share it with your dad and persuade 
film not to buy a PC. Or collate blackmail material against 
your brother and use it against him in malicious ways. Or 
kill him. 

NUMBER ONE FAN 

DEAR SSM, 

This is your no. 1 fan Chris Baker, please could you 
answer these q uestions. 

i: I want a Saturn for Christmas. However, the 
back of my TV has no 5CAP.T lead connector. Is it true 
you need an RF lead and do you lose picture or sound 
quality with one? 

2: Will Virtua Fighter 2 be out on 5aturn before 
Christmas? 

3; Is Mortal Kombat 3 coming out on Saturn 
before Christmas? 

4: Will a virtual reality mask come out for the 
5aturn? 

5: Will a Saturn version of the Playstation skate- 
board stick ever be released? 

6; Will there be a release of a full-motion video 
cartridge, if so, when? 

If you answer these it'll really help. Thanks' 

Chris baker, Church Village, Mid Glam. S Wales. 



■II you I 



through your telly, but you sl- 
it through a video (most VCR* have a 
the back). If you don't got one, yes you'll nt 
lead, and yes there will be a slight loss in pi 



in your Saturn 
Duld be able tor 
SCART socket in 



6; Will there be an In 



rt of thing available 



5: Er... it might. 8ut it's not exactly going to have a 
wealth of software support, is it? And can you imagine 
trying to play Virtua Fighter with it? Vou'd break your 

6; Well you don't really need an FMV card for games 
thanks to the Saturn being ate. But if you're wondering 
about running Video CDs, the Saturn Video Card is already 
in the shops priced £170. And it's pretty good. 
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36. DUO PADS 



the very end. We are 
trying to develop the 
ending for all three 
. Each ending 
should take less than 
minute. [This has 
completed - SSM], 




A: They will be exactly like the arcade 
version. The sound effects will be built 
into the machine, whereas the back- 
ground music comes from the CD. 
The BGM is slightly longer in dura- 
tion. 



A: We are trying to keep to the quality 
of the arcade. If three of us agree for 
improvement, then we try to modify th< 
graphics. Effects such as the change of 
light when one moves from outside, which 
is dark, into the parking lot, which is bright, 
is copied on to this 



A: We are aiming at a too% [perfect] Satui 
conversion, but we are facing some difficul- 
ties at this stage. We want to keep to the 
level of leaving bullet holes in the wall. We 
are trying our best. 



A: The volume of Data for Virtua Cop Is 
known to be heavy. Each reading of the 
data takes 4-5 seconds, but there is no read 
ing of data in one stage. 

Incidentally, Virtua Cop can also be played 
with the Sega mouse, which although not as 
nichfun as the guns, is loads faster than 
using a joypad. However, there's still 
been no official word as to when it 
will be released over here. 



Diiralgfiif 

After seven and a M I LI I | - ! * 

half months of " 



After seven and a ■ 
half months of 

intensive coding, ^B*^^^' 

the Saturn division of Sega Amusement Machine 
Research and Development Department 2 has 
finally completed what some thought would be 

impossible - a near perfect conversion 

Of the monster COin-Op, Virtua Fighter 2. 
Still regarded as the greatest 3D Combat 
game over a year since it was first released in (p\ 
Japan, VF2 is an inmiSSabll 

experience... And it's nigh-on identical on Sega I 
Saturn. RICHARD LEADBETTER reports. 



k 



But the proof of the pudding is in the gameplay, and we can report 
that Saturn Virtua Fighter z is nigh-on identical to its arcade brethren. 
The controls are perfect and any one au fait with the coin-op version 
should have absolutely no problems getting to grips with the 
game. Quite simply, you probably won't believe ^^^^^ 
that this is a Saturn game you're playing when ^^^K^^F^^B 
you load up Virtua Fighter 2. It looks and plays ^^^H^Hh^B 
far in advance of anything seen yet - on both ^^^^B^^^^l 
Saturn and PlayStation. ^^^^^ B^B^ T 

The question is now, cm anybody 
there match the technical prowess of AMj? 
Virtua Fighter 3 state of the art when it ^^^|HP' 
comes down to next generation gaming - bar 

NONE. It shows the world what Saturn games should be about and puts the 
majority of contemporary releases in the shade in terms of audio-visuals ant 
gameplay. And obviously, we want more of the same. 

Still, enough ranting. On with the game. > 
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showcase 





THE FIGHTERS 



Virtua Fighter 1 boasted eight diffe 
gone up to eleven 
require about 500 



characters (nine if you include Dural) and over 700 different movements. For Virtua Fighter 2, the character roster ha; 
il) but the includes over 2,000 motion-captured moves - an incredible achievement for the Saturn 
to show off each individual move for each fighter, so we're concentrating instead on what's new. 



AKIRA YUK1 

Humiliated by Kage in the first Virtua Fighter tour- 
nament, Akira has trained hard and boasts the 
lion's share of the new moves. lust like the first 
game, Akira concentrates an close-range combat 
and super-powerful moves. Also of note is the 
plethora of new throws that Akira has in his reper- 
toire. He now has two throws that enable him to 
get behind his opponents before he strikes. 

PAICHAN 

Pai was always the character that specialised in 
lightning fast combo-orientated surgical strikes, 
and this again has been fortified in Virtua Fighter 
2 with a frankly huge array of different PPPK com- 
binations. Her ability to counter-attack, turning a 
foe's attack against them with a throw has also 
been boosted in the sequel, making Pai quite a 
powerful opponent. 

LAUCHAN 

Lau was the champion of the first Virtua Fighter 
tournament and defends his title in style in Virtua 
Fighter 2. His combo skills remain second to none - 
in fact, they are now even more powerful - his 
ability to "float" a foe is now even more pro- 
nounced. Faster and armed with even more deadly 
moves, Lau Chan is again a hot contender of the 
Virtua Fighter tournament. 

JEFFRV Mc WILD 

The Australian fisherman enters the second Virtua 
Fighter tournament for the prize money alone, 



with which he wants to buy a new boat after his 
last one was destroyed. Extra throws are the order 
of the day for Jeffry, who can drain huge amounts 
of energy with just one attack. Similar to Wolf, but 
faster and deadlier, Jeffry is devastating in the 
right hands. 

WOLFHAWKFIELO 

Wolf has entered the championship to show how 
accomplished his wrestling skills are, and like 
Jeffry, he intends to win mostly through his 
incredible throws. He's been given plenty more of 
them, along with techniques to pound the oppo- 
nent once they're on the ground. His lumbering 
nature may be the only obstacle between him and 
the championship. 

KAGE-MARU 

Although he defeated Akira in VFi, Kage did not 
succeed in infiltrating the sinister J6 syndicate, 
who he holds responsible for the untimely deaths 
of his parents. Armed with a variety of new tech- 
niques which give him a move for every occasion, 
Kage is a dynamic fighter who is second only to 
Akira in overall effectiveness in this sequel. Put 
simply - a deadly opponent. 

JACKY BRYANT 

Having been involved in an indy Car crash for 
which the 16 Syndicate were responsible, Jacky 
believes this is what stopped him from winning 
the first VF tournament. Now restored to total 
health, Jacky's fiercely proud of his speed and his 



versatility. Although somewhat monotonous to 
play, Jacky can prove to be exceptionally danger- 
ous when played by the expert VF master. 

SARAH BRYANT 

Still brainwashed by the J6 Syndicate and still out 
to kill Jacky, Sarah has spent the months between 
tournaments honing her own incredibly aggres- 
sive fighting style to its very limits. Extremely fast 
and gifted with powerful techniques, most of 
Sarah's innovations are in her leg work, which is 
now far more versatile and unpredictable. A 
favourite choice in the VF community. 

UON RAFALE 

Son of a powerful French industrialist. Lion is the 
faster of Preying Mantis Kung Fu - a swift, 
unpredictable art that's very, very different to the 
style of the other Virtua Fighters. Lion is young at 
15 years of age, meaning that he isn't very power- 
ful, but his speed more than makes up for this. 
One of the more visually pleasing characters in 
the new game. 

SHUN Dl 

An old martial arts instructor who enters the 
tournament on a whim, curious to see how his 
drunken antics measure up to the competition. 
Shun enjoys a drink throughout the proceedings 
and allows the alcohol to relax his body, while 
keeping a sharp mind (that's the idea any way). 
Again, like Lion he is extremely difficult to antici- 




Iso quick to rise when knocked o 
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people with it. They've already got a good chopper pedigree, having pro- 
duced the original Mega-CD Thunderhawk. Thunderhawk saved the Mega- 
CD. Except it didn't really. But if anything could have saved the Mega-CD it 
would have been Thunderhawk. It was ace, and it was also the first game to 
actually use the capabilities of the machine to do something which wasn't 
an FMV intra The Saturn sequel follows a similar formula (although it's not 
quite so jaw-drop groundbreaking on 32-BIT). The game throws you in as a 
last hope for eight military world policing campaigns across the globe. 

Which of these hots pots you fly to first is up to 
you, and the only way you'll find out which are the 
hard ones is to try them all. Each campaign is 
divided up into a number of sub-missions. Each 
sub-mission has two major combat considerations. 
The first is the Primary Target or Targets. These are 
buildings/enemy units/whatever that you're 
required to destroy before leaving the area. The 
second point of interest is the Mission Objective. 
This is the perhaps less important bonus purpose 
of the sortie, and could be anything from rescuing 
an important hostage to breaking a siege whilst 
escorting an aid convoy. In reality only one of these 
operations needs sorting before hitting the trail in 
order to still qualify for the next level. Indeed, if 
you're in danger of dying and don't reckon you can 
do either you're still able to flee the scene, but it 
costs you a demerit. Three demerits and you're 
court-marshalled and grounded. Which sounds like 
n, you're better off in pr 




is flashpoints, waiting to be shot 



a pretty good idea with all these wars or 
than flying alone and unsupported over 
down and killed, haven't the program- 
mers ever read Catch 22 for God's sake? 
Anyway, that isn't the point. It's only a 
game after all. Although the complexity 
of the controls may convince you other- 
wise. Your aircraft is capable of all the 
flying tricks of a real-life machine. So 
you can increase or decrease your alti- 
tude or move forwards and backwards 
with up and down on the D-pad (and 
the C and Z buttons in the case of alti- 
tude). There are also two ways of mak- 
ing sidewards movements. Banking 
swings your helicopter around like an 
aeroplane, circling in the requested 
direction. However, a regular press of 
the D-pad simply slides the rotor-booty 
to the flank, keeping the nose heading 
in the same direction. And if you're la;y 

and can't be arsed moving at all, why not just hover, and use the amazing 
skills of the Y button and the trusty D-pad to swing around in a rotation- 
stylee? The possibilities are endless. Just remember you meatheads - the 
only good sprite is a burnt sprite. 
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Blast them from the skies! 

The best thing about these war-type games is that they give you tons of 



I unrepentant hands of any budding g 
d to pick and choose your armaments 



30mm CHAIN GUN: The only constant staple of your armoury. 
Unlimited ammunition, but pretty weak compared with the seric 

AGM-214 HOMING MISSILES: Excellent for taking 



FFAR ROCKETS: Fired in doubles, these are powerful f IfiE STO «" 
straight-shot missiles, hard to aim, but devastating in 
their effects. 116 missiles is the most you'll carry at 

RCS-233RUi™AVCB«TIBIN0S¥ST™S:Po s h » "«i 

name for bombs. Ground those pesky enemy airforces ^OCKt 
by blowing up their runways. Four of them, anyway. 

MK-84 5001b BOMBS: Big big bombs best used 
against ground installations (ie - buildings), although 
be sure to stay altitudinally clear of the blast. nx-sfe 



Explosions are beautiful things. And they never look mere beautiful than in Fi 
there are many of different appearances. See them all by killing things. 



MAC-87U CLUSTER BOMBS: Murder helpleis army 
grunts in the hundreds with these vicious multiple- 
bombs last used in the Gulf War against real people. 

MK-3 PENGUIN MISSILES: ...» flightless water 

fowl... not really. They're anti-ship bombs for aquatic- 
skimming missions. Only eight per payload, though, 

RC-14 DEPTH CHARGE: Goats and submarines are a 
constant pest in undersea combat, so melt them into 
slag with up to eight killer depth charges. 
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CYCLOPS 



I 




The leader oftheX-Men's 
Blue Team is the most battle- 
experienced mutant in the 
game and as such, he's quite 
a whizz at hand-to-hand 
combat. Curiously enough, it 
looks as though he's been 
taking some lessons from 
Ryu and Ken as he can pull 

off a pretty mean dragon punch, known in this game as the gene splice! 

His mutant powers Involve liberal uses of his optic blasts - ruby-red 
beams of pure concusslve force that can pulverise adamantium. He can fire 
his optic blasts in just about any direction in the game. Two super-moves are 
at his disposal - an awesome fined direction mega-blast and a directional 
optic destroyer! 




WOLVERINE 




The most popular X-Man is 
represented in this game 
before the unfortunate inci- 
dent when Magneto used his 
powers to remove Wolvle's 
adamantium skeleton. An 
adept fighter (in fact, 
probably the best) at hand- 
to-hand combat. 

Wolverine is by far the most aggressive fighter In the game and just 
about all of his moves can be chained together. 

Although his six foot-long adamantium claws are potent weapons, 
this isn't the basis of Wolverine's mutant powers. As well as heightened 
animal-like instincts, Wolverine possesses a mutant healing factor which he 
can Invoke as a super move. Also, two types of berserker rage can be called 
upon in an emergency. 

PSYLOCKE 

Technically speaking, 
Psylocke is the only English 
member of the X-Men. 
However, a bizarre Incident a 
few years ago caused her 
body and soul to be merged 
with a female Japanese nlnja 
{It could only happen in the 
X-Men). 

Although her ninja skills give her an incredible athleticism and 
attacking skills, Psylocke's real power comes in the form of her psychic 
powers. As well as being an accomplished telepath, Psylocke is capable of 
summoning forth psychic power to confuse her opponent, or alternatively, 
just to fry their brains. To this end, she has a variety of devastating, telepathy 
orientated super- moves. 




ICEMAN 




Although he was one of the 

founding members of the X- 
Mmand has a wealth of 
battle experience, Iceman is 
under-rated by his team- 
mates due to his flippant 
attitude and expressive st 
of humour. 

All of his battle skills 
revolve around his mutant powers, which enable him to freeze absolutely 
anything. As you can Imagine, he can freeze his opponents or strikeout at 
them with key projectiles. His ability to summon 

can also create shields which can withstand even Cyclops' optic blasts. One 
of his incredible super-moves causes him to flood the ■ 
ice-bullets, which inflicts a huae amount of hits on his opt 
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%L0SSUS 




Another of Professor X's 
second generation X-Men, 
Colossus has the mutant 
ability to turn his body into 
an almost invulnerable form 
of organic steel. In this form, 
Collossus can take a huge 
amount of punishment and 
also has superhuman 
strength second only to the Juggernaut. 

It follows that he spends all of his fights in his armoured form, and he's 
best described as being the X-Men equivalent of Zangief from Street Fighter. 
Although incredibly strong, he's not very fast but has a huge array of 
devastating throws in his arsenal. One of his super-moves involves him 
becoming totally invulnerable for a short space of time. 

SILVER SAMURAI 

This guy Is Just one in a long 
line of supeM/illains who 
have a bitter vendetta 
against Wolverine. Kitted out 
in a protective suit of silver 
armour (hence the name), 
this guy has a huge range of 
martial arts related moves in 
his repertoire. Most of them 

are centred around his sacred samurai blade, however, Sliver Samurai has 
also been known to throw the odd shuriken about. Although slow in relatio 
to other characters, Silver Samurai is still quite fast considering his huge 
bulk. 




0MEGA RED 




Although relatively new to 
the X-Men universe, he is yet 
another of Wolverine's blood 
enemies, burning with 
vengeance after Wolvie's 
actions left him buried six 
feet under for 30 years. 
Originally designed to be a 
Russian Super Soldier, Omega 

Red is constantly fighting against his mutant death factor. He can release 
this into the atmosphere to subjugate his opponents or he can sap his oppo- 
nents' life force with the aid of his carbonadium tentacles. It is these tenta- 
cles (with their enormous reach) which makes Omega Bed one of the most 
powerful fighters in the game and his super-move - the Omega Destroyer is 
one of the most incredible in the game, sapping huge amounts of energy 
even if the opponent blocksl 





This might look like some kind at cyber- flashback to tht days of legs Eleven on Top of The Pops, 
with Iceman as some kind of slinky soul crooner, but It ltn'1. Thankfully. It's some fighting. 



INTRODUCING MARVEL SUPER HEROES 

This new coin-op is a direct follow-up to X-Men; Children of the Atom. The 
game is based on an old Marvel crossover series called the Infinity War 
which featured heroes from all over the Marvel Universe coming together 
to fight an enemy of immense cosmic power. 

What this basically boils down to is more one-on-one combat game 
action from Capcom, this time featuring heroes such as Spider-Man, Iron 
Man, the Hulk and Captain America. Some of the characters from the 
Children of the Atom coin-op have also made their way across including 
the ubiquitous Wolverine, Psylocke and Magneto (who is a controllable 
character, not just a boss this time). 

Also included in the game are a whole-host of weapons dependent 
on the character you have chosen. Of course, old Spidey uses his trusty 
web-shooters and Captain America makes good use of his shield. Iron Man 
is kitted out with all kinds of technological wonders and the Hulk has 
been known to chuck the odd asteroid at his opponent In the new game. 

This all sounds rather excellent and it's bound to be a hot contender 
for conversion onto Sega Saturn sometime in 1996. 
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BAD TO THE BONE 



Upon first loading the game you might be slightly shocked and disap- 
pointed by the sparse quantity of pre-generated boxers on offer (two) and the 
fact they don't have proper names or lists of hobbies or secret origins like 
other beat 'em up games. Well quit whining, because the point with Victory 
Boxing is that you create your very own boxer, and nurture their career with 
loving care. The actual mechanics of running up your combatant are detailed 
elsewhere in the this Showcase, so here we'll deal with how you actually beat 
people up. 

It's not the standard gamut of left /right/ left/block 2D action you might 
be used to. Indeed, the moves on offer to your boxer depends on what fighting 
style they use (which in turn depends upon their height and weight). Choose 
from straight jabs, hooks, uppercuts, long swings, body shots of as many vari- 
eties and a gamut of special moves (which we talk about somewhere else). 
Defence is equally varied, with low and high blocks, body swerves and side 
steps to keep you out of trouble. The idea is, obviously, to combine your skills 
for victory. But the height and reach of your character affect how your boxer 
works too, giving you a minimum and maximum effective fighting distance. 
Plus there are your three stat pipes to consider. These are tubes containing vis- 
cous blue stat power liquid. Each of the three stats {power, speed and stamina) 
is equally important in different ways, affecting how fast and hard you can hit 
and move and how many hits you can suffer before hitting the deck. It's possi- 
ble to up the ante on these mothers, but it takes hard work and lots of fights. 

The object of the game isn't just to take Joe Anonymous to the top of the 
table, it's to hone your own geeier to a point where they're not just world 
champ but are also easily capable of storing themselves on your memory cart 
and pasting all your friends too - although the main one-player prize should 
be first on your agenda. However, it's a lot harder than it looks. Vou have to 
think tactically, stick and move etcetera, as all the computer opponents have 
their own way of fighting which you have to suss individually. Plus they hit 
harder and make fewer mistakes than Johnny Human. Put simply, there's a lot 
more to Victory Boxing than wading in and waiting for the right time to use 
your mega-uppercut (which is what these games are usually about). You've 
got to think on your feet, take advantage of the twelve player-selectabie cam- 
era angles to know what's going on, keep your punch power high and wait for 
the right time to use your mega-uppercut. 




In example of the Replay options extensive camera positioning control. Choose any angle you like 
From just about whatever distance or elevation you like. 





JefTry McWild steps into the ring against a pudding-bawl haired "baggy" from 
late 60s Manchester. Not really, it's just another Victory Boxing shot. But don't 
those fighters look big and excellent? 

b in 




boxer is better or worse than you, and combat doesn't 
affect your championship wins/losses or ranking. Hooray. 
Although you can't train in between sparring bouts. Boo. 

joofay, mechin! | 

The crucial engine which drives the smackery Ires 
within the spring-coiled clutches of the three Damage 
Meters. These are Defence, Power and Overall, in order of 
appearance. Defence slides down as you take more hits, 
and creeps up as you avoid or block shots. Power dictates 
how hard you're hitting, and the more punches you throw 
that don't connect the lower this bar. Overall judges the 
whole shebang physical status of your boxer. If defence hits 
rock bottom you're knocked to the ground, but can stand 
by pressing B. If Overall gets too low you're knocked out 
forever and doomed. But just to make things difficult and 
stop you from legging it around the ring waiting to recover 
each big hit you take lowers the maximum capacity of your 
Damage Meters. So you can float like a butterfly all you like 
but it's not going to get you anywhere. 

| let's see that again! | 

Like most jD beat 'em ups these days Victory Boxing 
allows players to opportunity to relive glorious victories or 
- hey- just see where it all went wrong thanks to its replay 
mode. This presents itself at the end of each round, along 
with the punches thrown/landed and points stats. The con- 
trols offer a wide range of interesting functions which 
allow you to fast forward or rewind the action as desired 
(right to the start or end of the round), change the camera 
angle and swing with your joypad, view the fighting at 
your choice of speed (set with a sliding switch) or zoom in ] 
or out as desired. Very good for humiliating your friends 
with, we'll have to admit. 

VICTORY BOXING IS REVIEWED ON PAGE 78 ' 
»- SEG/ JRI 63 1 



Into the next millennium 

what's coming your way in the world 
of PC hardware? 




S On CD... ^ 
/ WORTH > 

£79.95* 

complete 
digital music 
creation 
program 
V Wave SE3. 1 . 



..the visionaries and the doomsters have their say in the 
next issue of PC Review, the best home PC magazine. 

On sale 1 5 November. 

ON CD: 31 programs including playable demos of AIV 
Nctwork$, Hexen, wing Commander IV, Alien Odyssey, 

Baryion, and Threat. PLUS Apollo 13 — what really 
happened on the ill-fated mission? PLUS four fantastic 
utility demos, including Picture Publisher 5.O. 



Review /Ma 



They're here! Yep after literally years of anticipation and information trans- 
lated from Japanese magazines, AM2's Virtua Cop and Virtua Fighter 2 have both arrived in the 
same month! Can you believe it? Well, we're not going to complain, because, within a few short 
weeks, they'll both be available in the shops and ready for use on your very own machine! And, 
just to make sure you don't miss out when Cop is released, we suggest you order a copy now. 
The release date is DECEMBER 8TH. That's DECEMBER 8TH. There's no definite date for Fighters 2 
yet, but with any luck it should be a couple of weeks after. 

Anyway, that's the big stuff for this issue. There's more games too, including the excellent 
Firestorm and Victory Boxing, and, er, a load of other titles too. 



VIRTUA COP 
VIRTUA FIGHTER 2 



HI OCTANE 

JVC BOXING 

GOLDEN AXE: THE DUEL 

MANSION OF HIDDEN SOULS 

HEBEREKE'S P0P0IT0 

CYBER SPEEDWAY 



AND IM THE 16-BIT SECTION 89 



PHANTASY STAR IV 

KOLIBRI 

GARFIELD 





REVIEW UPDA 

Cyber Speedway costs £39.99, not £49.99 as stat 
in our review. Sorry 'bout that! 






Another flBEHP j EBB title, this one a glorification of all things 
fflmnUHBHO B But does Virtua Cop have enough stamina to last a 
IiMi'iIJIiWsUMiM 



! dead before 
appearance of Virtua Cop. In fact 
e still dead with the exception 
tua Cop. Who's bothered about 
ling a quid to fire a big plastic 
ivel-mount machine gun at some 
badly-digitised actors or unconvincing alien sprites? 
Let's face it, the novelty value wore 
off long ago, and only the incredi- 
ble innovations of Cop could tempt 
most regular arcade-goers to pick 
up a gun again. 

But tempt it did The reasons 
for Cops success are manifold. The 
area-sensitive polygon graphics 
allowed players to shoot to kill or 
wound as desired, with different 
results for different hits (arm grasp- 
ing, collapsing to the floor with a 
dodgy leg, spinning around dead) 
The game isn't nearly so static as 
other titles of this kind either - 
your cops explore the terrain of 
each level fully, running around and 
progressing through the land- 
scapes of each level as it blows up 
and collapses around them And 
you don't see thousands of ene- 
mies popping up from behind 
exactly the same barrel, either, as 
the amount of cover provided is 
taken into account when placing 
sheltered hostile forces. In fact, you 
won't see enemies popping up 
from behind barrels at all that 

esting ways - running out from buildings, rolling 
across the floor, sliding down conveyor belts, leaping 
ucks, you name it - if it's Starsky and Hutch- 
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Of course, the gameplay challenge is pretty lin 
ear It's a target-shooting game, which tests your air 
and your reflexes, as well as your target -assessment 
techniques and general capacity for mass slaughter 
(although only of villains, don't shoot the hostages, 
remember). Shooting your enemies more than once 



and watching them twitch and convulse as your 
polygon slugs slam into their criminal bodies is enor- 
mously satisfying, but sometimes you have to forego 
such bloodthirsty pleasure to take out another tar- 
get. But there are lots of little touches which add 
depth to the mayhem Shoot a barrel of fuel and the 

along with any surrounding 
scenery or vehicles. Blasting a perp 
in the right location disarms them, 
awarding bonus points and making 
you look cool in front of your 
mates Basically it's one of the most 
stress-sating shoot em ups you'll 
ever play. 

Of course it's best if you shell 
out the dough for two guns The 
actual hardware is well-balanced 
and feels exactly like an arcade 
shooter But if you're not that both- 
disappointed by the joypad con- 
speeds allow you to shift your 
sight across the screen in plenty of 
time and also aim perfectly, plus 
reloading is made just enough of a 
faff to emulate the off-screen 
reloading procedure of the pistols 
But it's unlikely any real fan of the 
arcade will deny themselves the 

Putting it simply. Virtua Cop 
is up there with the best of the 32- 
BIT games. It's got more depth 
than you'd imagine but is still mindless enough to 
prove frenetically playable. Even once you've com- 
pleted it [and perfected the additional Training Mode 
option) you'll still want to go back. Not necessarily to 
beat your high score, just for the sheer fun of it. Sega 
have once again shown that their formidable arcade 
division is the perfect breeding ground for classic 
home games. Buy ten copies. 




* fS'iis; nrnv. 
comes bursting through in level one, and the 
is pot shots at you as they drive past. 
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Depending on where you hit the enemy, you'll be awarded 
different points. Shoot them in the head for the highest ci 




This is King, the level two boss. He's really difficult to defeat, 
mainly because tie has loads of other baddies helping him out. 
Best defeated In two-player mode. 
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FIEf PLOT 


PRESS START 



Just like the arcade, there's three stages In the Saturn we 
sion of Virtua Cop, and there's the Saturn-only original m 
too, which two players can enjoy. 
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irtua Fighter . w; 

- let there be no doubt. Many were 
the nights we'd all stay late after 
work indulging in the old "winner 
stays on" scenario, which inevitably 
drew howls of frustration, sadness, 
gony from poor old Tom Guise 
ime, although was sor 
the Saturn's capabiliti 



Oh 



II the ■ 



ehadtr 
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VF, how would it cope with the far 
more advanced sequel? 

Mow the game is here and the 
answer to the aforementioned 
question is "Really rather well, consid- 
ering" and indeed howls of defeat and 
anguish once again resound through 
the office after hours. VF2 is technically 
Superior to anything ever seen on a 
home machine in terms of 3D. You 
want super-smooth 60 frames a sec- 
ond action (well, soon the PAL ver- 
sion)? You got it. You want no glitching 
and fully texture-mapped fighters? No 
problem. And every move and every 
character converted onto Saturn? To 
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macular; 
a Fighter 



s so advanced, 
comparing it to its predecessor is like 
contrasting the performance of a 
Ferrari F40 to a Reliant Robin (without 
any wheels). In its super high- 
resolution glory. Virtua Fighter 2 does 
an uncanny impression of the :o- 
times-more-expensive Model Two 
arcade machine - even improving on it 
in one or two regards. And no. there is 
nothing remotely close to this on any 
other system. 

Features which would seem inap- 
propriate to the arcades are perfectly 
at home in the. er. home Case m point 
the Team Battle Mode, which enables you to choose 
five fighters and square them off against an oppo- 
nent's grouping For a more detailed listing, examine 
the Showcase Suffice it to say that the game does 
everything possible to draw you in and keep you at 



Virtua Fighter is widely acclaimed as one of the most 
lIlHMHflffiHfiiM'j'^ 1 '^*^'^- revolutionising the 
genre with stunning polygon graphics and 3D 
movement. The sequel's here and as expect- 
ed, GH2E!ni25iE33 are needed to sum up 
its qualities. Can we find them? Read on.. 



ility" that made Virtua Fighter i such an 
t is also far more advanced in the sequel 
In the first game you punched an opponent and he 
either dropped back a bit or fell over. The sequel is far 
more sophisticated, with a range of different falls, 
temporary stuns and various staggering motions. This 
time, when you trip an opponent over, it looks like a 
trip. 

Coupling this level of realism with the unparal- 
leled graphics makes Virtua Fighter 2 by far and away 
the most compelling combat game ever seen. 

The range of moves is also second to none. Every 

character benefits from over twice as many different 
techniques as was seen in the first game. Just about 
all of the original moves 



gam 
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accessible tc 
who's played the original 
[although there's much. 




learn). The ability to 
shake yourself loose from cheap, cheesy throws (bi 
not the difficult to perform techniques) is also a w 
come - and cleverly implemented - addition. 

I could spend pages and pages going on 
about everything that I like about VF; (I still 
haven't mentioned the chon 
music or the superb victory 
taunts of each fighter), 
but the fact remains that 
this is an incredible game 
on every level, redefining 
my expectations of what a 
next generation product 
should be. You could take 
so many features away 
from the game and it 
would still be an 



how close I came tof 
ing this game 99%... 




TEAM BATTLE MODE 
/ ^BiER 5.2 LOS6R 



LEADBETTER 








re the least-plundered 
lies with 

I the most obvious potential. They're 
I very versatile in the air, they carry 

loads of weapon and they're used to 
I shoot ace things like tanks and 
people. But sadly most games developers seem to 
spurn our old airborne friends in favour of space 
ships or special moves. 

But if you're in helicopters you could hardly 

hope for a better helicopter title than 
Firestorm. Whilst the controls, in 
number and seeming complexity, 
might hint at a simulationy play style 
Firestorm is really a top notch shoot 
'em up. It's based, missions-wise, on 
the classic Mega-CD prequel, but with 
more objectives, more enemies, bigger 
play areas and generally loads and 
loads of extras designed to make it 
pretty much unrecognisable. There's 
also a lot more depth in the chopper 
control, which makes firefighting a 
more flexible and enjoyable pastime. The Virtual 
Cockpit deserves a mention for being nice, especially 
thanks to the Virtual Neck, which means your pilot's 
head occasionally turns automatically to the side to 
track a Primary Target. 

But possibly the real stars of Firestorm are the 
graphics. Not only are the enemies, backgrounds and 



buildings all exceptionally well drawn and realistic, 
they're also blessed with top notch texture mapping. 
Fly as close as you like to anything you fancy and 
take a good look at it - there's not a spot of pixella- 
tion to be seen. Even on the little men escaping from 
the wreckage of their vehicles, 

Of course, great graphics (and sound, which is 
brilliantl can't totally replace gameplay, but in this 
case they certainly enhance it greatly. Whilst 
Firestorm possesses admirable strategic qualities, 
throwing a hundred objectives into the face of the 
player, the main focus of the game is on destroying. 
Destroying almost everything except friendly 
convoys. And the slick and adaptable controls of the 
helicopter, together with the huge guns, mean once 
you've familiarised yourself with the handling, 
ravaging the environment is a piece of cake. 

If you're a fan of the original Thunderhawk 
there's not much doubt you'll enjoy this too. The 
visual splendour is most impressive (and far more 
colourful, obviously) and there's something satisfying 
about the considerable challenge set With eight 
campaigns, each with numerous sub-operations and 
each sub-operation with multiple objectives there's 
plenty of action in store. The variety level is upped by 
night missions, water missions and just general 
mayhem missions. Well worth investigating, 
particularly for fa ns of mindless demolition. 
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It Wk H ■ M 4'J J »'A J 1 1 1 H J J. I on the PC, but Hi Octane is now ready to hit 
the Saturn. Is there room on the shelves for another racer? How goc 
are the in[JJil'ACTi1i«,-MiliM ffiB!Bl 




i Octane is a game which demonstrates, despite its 
quality, just how incredible the genius of AM2 really 
is. Make no mistake, Hi Octane is a brilliant title, 
from the same people who brought the stupendous 
award-winning Magic Carpet to the PC. But even 
they haven't matched the graphical finesse of 
Sega's flagship stable. Although, to be fair. Hi Octane has been 
produced without the aid of the AM 3 SGL OS. 

But enough of the punditry. Just what is this Hi Octane busi- 
ness and should you buy tt? Well it's a futuristic race game in a sim- 
ilar vein to Wipeout on PlayStation. You, the player, 
pilot a floating car-thing. However, there's a large 
and varied choice of floating car thing. Y OU could 
have an incredibly fast and light floating spiky car 
thing, or a slow but well-armoured box-like floating 
earthing. But why would you want to choose a slow 
vehicle in a racing game? Why because Hi Octane 
also contains plenty of scope for absolute mass 
destruction. Indeed, if the race league isn't to your 
taste there's a whole sub-game dedicated to simply 
blasting various computer (or human) foes into 
vapour. And as if that weren't enough there are 
enough two-player modes to fulfil all your wildest 
multi-player fantasies that don't involve more than 
eight people or sex. The first is an impressive split- 
screen game which doesn't show the expected sign 
of slowdown. The second is an evil chase game 
known as Hot Seat, which hands each player (up to a 
maximum of eight) only a limited amount of time in 
control of their vehicle. Then a countdown appears 
on-screen and the joypad is handed on to the next 
player. The idea is to frag or out-race all the other 
participants in the twenty seconds or so each turn at the controls 
allows you. Ace fun. 

So you're familiar with the good ideas Which don't stop there, 
thinking about it. There are weapon pick-up points, fuel levels to 
monitor, secret shortcuts, secret bonus sections hidden in 
destructible areas of scenery and all kind of other stuff we don't 
have the space to write about. 

Right, so now you're familiar with the good ideas. Most of 
them. But what about the gameplay? Is it good? Or bad? Well, it's 
good. Each of the different floating car things handles in a unique 
fashion, so you have to play with one kind until you're used to the 
controls or you'll never negotiate the steepness of the learning 
curve. The good thing is that they do all behave like floating cars of 
some weight, sliding around nicely with back-end momentum, or 
sliding up (and back down) slopes on the track. The game speed, 
whilst perhaps not of turbo shag-head status, is quick enough to be 
exciting. And the graphics are most passable, with some excellent 
course graphics, but slightly less excellent cars (ie they're a bit bor- 
ing) Anyway, the Saturn isnow stuffed to the gills with brilliant 
race games. And whilst Hi Octane doesn't compare with the magic 
of Rally, it's worth having a pop at if you fancy a change from road- 
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Many games have IttTXil but few 
have succeeded in translating the 
iir-HM-i 'iTOof thumping to the 
j interactive screen. Can JVC buck the 
trend? HEUSfi Eh? 




if those blokes w 



wing is great, and all calls for it to 
>e banned must be silenced. Nothing 
I beats the sheer pleasure derived 
| from watching two big blokes beat 
absolute crimminy out of each 
er. But wouldn't it be even better 
e adorned with razor-sharp razors 
all over their bodies, thus widening the scope for 
gratuitous bloodletting? Well now that dream nears 
realisation with Victory Boxing, for the protagonists 
in this game are made out of polygons, giving them 
plenty of angular corners and sharp-edged muscles. 
Sadly JVC have skimped on the claret, but from this 
tiny acorn surely a 
mighty oak of real-life 
gouge V gash sports 

Cod, boxing shouldn't be 
outlawed - it should be 

At first play Victory 
bit slow 

and cranky But persever- 
ance is the key to gaming 
nirvana. The only r 
the game seems slow 




and fingertips in almost religious spiritual harmony. 
The addition of the special moves and combos is a 
minor master stroke. Your fighter isn't exactly limited 
to start with, but the super-powerful (but hard to 
time) extra techniques you pick up along the way 
require a fairly deep knowledge of the game to 
implement seamlessly into a strategy. And given that 
some big dude is battering away at you constantly all 
the while you're trying to figure out how to get back 
at them this doesn't make for an easy task. 

The three damage bars are probably the real 
stars of the show, though. Where most boxing 
games rely on a single energy bar (like martial arts 
beat 'em ups) the triumvirate of considerations foist- 
ed upon the player by his defence, punching and 
overall stats forces the player to know when to box, 
not just how. If your punching bar is low you'll find it 
nigh-on impossible to floor your opponent no matter 
how many blows you land, and if your defence is low 
it's best to block and retreat to save yourself from a 
decking. And it's no use just steaming in and raining 
down punches indiscriminately - if any do connect 
they'll do nowt and you'll also tire your boxer out. 
leaving him (or her) open to a quick flooring with a 
stter how high your overall energy. 
The great gameplay is backed up perfectly by 
rest of the package The graphics are well drawn 
ncingly, plus each fighter has their 
own individual appearance and (most importantly) 
fighting style which adds some character. The sound 
is a little sparse, but the punching effects are realistic 
and the occasional commentary adds atmosphere. 
The only possible balk is in the lastability ballpark. 
Once you've reached the top there's nowhere else to 
go, unless you've got a plentiful supply of human 
challengers waiting to take up the gauntlet. 
However, reaching the top in the first place is an 
admirable enough feat, and a thoroughly 

! +0> 
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Even if you don't like boning games you'll probably Fall Far this one. There's 
more to it than you'd ever imagine. Unless you've read our Showcase on it. 
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In these CTTFtfrnmhra of the Saturn, arcade-perfect conver- 
sions might be common place. But it wasn't so long ago that you 
couldn't hope to get a Pf=WJiH replica of an hl'fl-T'ETPTnH on a 
home system. So when the then new-kid-on-the-block 
Megadrive, produced a iiiiEifliMiAWfAU'flfflSTil of Sega's brilliant 
Golden Axe coin-op, everyone went wild! And so history repeats 
itself once more, as comes to the Saturn. 



f course, the aged Golden Axe corn- 
op would look pretty unimpressive 
by today's standards. And indeed, 
the not -50-c lose-as -we- remembered 
!gadrive conversion is now 
gically dated (as some lucky 
punters will find out this Christmas when they get a 
Megadrive and Sega's Megagame pack). So an 
arcade perfect conversion on the Saturn doesn't 
sound like such a great prospect at all really, does it? 




ally a co 
In fact a 



n of the crusty old 
sionofamuch nei 



op at 

AMi-designed coin-op known as Golden Axe: The 
Duel. What's more, it's not just arcade perfect, it's 
arcade EXACT! Vou see, The Duel coin-op is actually a 
Titan Board game, which means it uses the same 
hardware as the Saturn. In other words, it's a straight 
coin-op to Saturn port over, just like VF Remix. 

And just like Remix, it s a one-on-one beat 'em 
up. Yep, gone are the scrolling battle-filled quests of 
original formula Golden Axe. now replaced by... 
jtt- fights. Choosing from one of ten 

warriors, you have to fight each of 

/fM\ , ° w ' n0 " ,, ' w °" 



the barbarian (previously known 
Flare (the swordswoman formerl 
Flare) and Gillius Thunderhead the dwarf - 
there. As is Death Adder, arr 
selectable character. 

Adding the most novel element to the game 
though, the little imp from Golden Axe scampers 
onto screen. And as in the original game, he releases 
magic potions when whacked. Collect a full 
complement of these potions and your character can 
become magically imbued, pulling off spectacular 
screen-sized magic attacks, providing you know the 
secret key combinations to unleash them Performing 
these devastating magic attack; 
objective of each fight 

Golden Axe; The Duel might not compete on 
the same graphical terms as 3D fight games such as 
VF. There is however, no doubt that its sprite- based 
graphics are mightily impressive Large well- 
animated cartoony characters, lush backdrops and 
plenty of speed-lines and blood splashes, all 
accompanied by great sound effects and music, 
make The Duel a flashy game indeed. And, perhaps 
more importantly, its Street Fighter-style range of 
> provides some very addictive combat. Golden 
he Duel is definitely an enjoyable game, all the 
so if you're a Golden Axe fan. The problem is. 
VF2 and X-Men: Children Of The Atom are just 
around the corner. Both of which are virtually guar- 
anteed to provide better fighting action. I'd be 
inclined to spend my money on one of those. 
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Devoted Sega fans may remember lAHiUMiMmflrHiWann from a couple of years back, when it 
appeared on the h',TT TE*if But a lot has happened since then, and you'll be glad to hear that this 
puzzler has been given the HaaajZHEHili to bring it into the nTTilUJ.IJ^UBnTniTnriTOr* 




1 has to be said that when it w 
released on the Mega-CD, Mar 
of Hidden Souls did receive 
something of a hammering, m 



I absolutely tiny, and the gamepiay 
was just far too easy - in fact we managed to crack 
the game in little over an hour. 

least one of these problems has been sorted - the 
FMV window is much larger and although the 
quality of moving images are still a bit ropey, it's a 
vast improvement on the 16-bit version - but then 
that's only to be expected. Your aim is to investigate 
the cause of the full red moon which seems to be 
turning most of the inhabitants of the creepy man- 
sion a bit doolally. Well, actually, they're all bit doolal- 
ly anyway, because they've all decided that never 
stepping outside the house is much better than liv- 
ing out their previous lives in the real world. By talk- 
ing to each character in every room you'll discover 
vital clues and purloin objects that will help you to 
unravel the eerie mystery that surrounds the house 
The adventure is also set against the clock, and 
although you can save your game, if you run out of 
time, you can only replay it with the same amount of 
time left from when it was last saved. 

Luckily, this doesn't make much difference, as 
the proceedings are for the most part, fairly easy 

anyway, purely to see some of the rooms In the 
house Unfortunately though, despite being set in 
ghostsville, you never feel very excited about what's 
going on - It's just not macabre enough and there's 
no real tension involved in the gameplay, apart from 
the race against the clock. 

This is proved even further when you interact 
with some of the characters in the game. Some of 
them are supposed to be genuinely scary, but the 
choice of voices for each person is hilarious. The gun- 
man sounds like a Playschool presenter and most of 
the others are just poor James Earl Jones rip offs. 

Still, this is the only game of its type currently 
available on the Saturn, and it is fairly entertaining. 
It's just not in-depth enough to either last very long, 
or satisfy any fans of puzzle type games. Plus to cap 
it all off, the story line is a bit outdated -surely what 
we want from this type of game is a cyberpunk style 
thriller - not Jackanory after a couple of bad pints. 

SAM HICKMAN ^ 
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Live the life of a BBBfl[ffl|HB3gfi| 
with Hebereke's Popoon. An everyday 
story of I flBBUEBfllD Sfland their 
animated masters. 






ebereke is ate. He's like a little flightless fowl thing 
with a tiny little cute beak, and all hit friends are 
equally enchanting squirrel things or ghosts or 
aliens. They're all exceptionally sweet and lovable. I 
have Hebereke fridge magnets on M 
home, such is my affection for the li 
spite his adorability I find it very d iff 
outing on the - boo hiss - SNES was 
1 then have left me disappointed. 
But this. Hebereke's Popoon, is the Saturn conversion of that 
initial title, the cart that led to my falling in love with Hebe in the 
first place. So surely it must be good. Please let it be good. Sunsoft. 
for I love Hebereke more than life itself. 

But hark, what dark through yonder window 
breaks? This isn't a conversion of the original Popoon 
stall, but a revamped edition of the twee Mean Bean 
Machine clone. The idea of the game is to match up 
four Popoons (little blohby jelly things which drop in 
pairs from the top of the screen! of the same colour, 
either in any adjoining formation of strictly by 
straight line status (depending on your difficulty 
setting), whereupon they disappear. To make life 
harder tiny effigies of the main Hebmeister charac- 
ters (known as Poro Poros) sit suspended in mid air, 
jittering around one space left to right or up to down. 
Each character has their own colour, and the only 
way to destroy these graven Hebereke (or Oh Chan or 
Sukezaemon) idols is to match them up with three or 
more Popoons of the 
these Mini Pops imag 
the one-player game, 
duces special attacks, 
more than one line of Popoons ■ 
So it all sounds pretty straightfc 
game that straightforward, following such a trusted 
formula, it must be impossible to screw up. 

But that's exactly what SunSoft have done 
Having the Poro Poros awaiting destruction at the 
outset of the level is a bad thing, not because it 
makes the game harder (which isn't a bad thing] but 
because it just confuses the player, especially as their 
mobility makes it impossible to plan ahead. The one- 
player game is either way too hard (with straight line 
Popoon matches only) or laughably easy (with any quartet allowed). 
And the two- player game suffers by making the special moves too 
hard to achieve, except by fluke. If you're really really into this sort 
of game you might like a look, as it's the only example of the genre 
currently available for the Saturn But a superior Tetris clone can't 
be far behind 




je. The removal of all 
aim of each level of 
player gameintro- 
e activated by popping 
blob-drop. 



Jk.1 1 of the hebereke 
characters are really really 
cute, but in this case, it 
doesn't make for a very 
good game, purely be 

eiclting 
enough to hold your 
attention for very long. 
Mean Bean Machine 2 
should he loads better. 



RAD 



4j> SEGA SATURN 





In the future we'll all drive to work intiEEHfiniiSIJ like in The 
Jetsons. But why wait another three hundred years for 
technology to catch up with your desires when you can drive a 
floating car in ramihllk'kM tt ^reEiffn with your Saturn? Perhaps 
because Cyber Speedway \TT\ tlM 1 -J.T.T. I We investigate. 




his originally appeared in Japan with 
the unintentionally hilarious name 
of Gran Chaser. If only Sega UK had 
had the presence of mind to keep the 
title and ditch the game attached to 
it. Imagine a game which casts you 
rep, chasing senior citizens around 
ngalows with a big net, attempting to 
them and cart them off to your Twilight 
Pastures home. Or some bizarre abstract /surrealist 
piece where a man in a bar follows ^^^^^^ 

Although that might not make 
such a good game. 

business Nq. they just kept the 
expensively-produced commodity 
and changed the name. So what 
we're left with is Cyber Speedway, 
race game starring some floating 
cars. And you, the lucky player, are 
invited to drive one around 
of race-track-rype race track 
Indeed, one of your friends i 
invited too, if you fancy a bi 
spl it- sc reen h ea d to- h ead a > 




Of a: 



s. this 



C'V v. 



pretty tempting. After all. Daytor 
is resolutely dual-play free. But 
hold your horses there tiger - 
chances are you'd feel worse off 
parting with cash for Cyber 
Speedway unless you're the hardest 
of hardcore friend-smiting 
enthusiasts with a permanent 
Speedway partner by your side. The 
trouble is, whilst Cyber Speedway is 
a good enough concept the 
mechanics of the handling haven't 
been thought through It's all very 
well having your car float above 
the ground, but if you're going to 
do that you've got to think 
hovercraft, not icy roads. As it 
stands the vehicles in Cyber 
Speedway behave like they have no 
traction, as opposed to acting like 
they're powered by massive big 
retro-thruster things which keep 
them levitated. The drift of the 
machines and the pull of 
momentum have been pretty 
much overlooked, which may 
disappoint physics fans. 

it's not all bad. though. The 
course designs are pretty swish, varied in both 
graphical style and tortuosity. There's plenty of racing 
skill challenges to be met on each track (except the 
computer opponents) There's also plenty of scope to 
customise your floating car thing and mount big 
weapons on your bonnet with which to atomise the 
competition. And it's virtually clipping-free. In fact, 
the truth is that if Cyber Speedway wasn't so crap, 
it'd probably be brilliant All the elements are there, 
but the handling of the skimmers and general feel- 
ing of not much-going-on mean it's nowhere near 
the quality of Daytona or the forthcoming Sega Bally. 

^ 

RAD 
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idmirks 



i regularly 
with their Megadrive 
I titles, when even the most 
extravagant marketing campaign for an expensive 
arcade conversion cannot ensure a big hit. 

The truth isn't that elusive — they produce 
games like Super Skidmarks: shamelessly rooted in 
gameplay. whilst adopting slick presentation, and 
offering a genuine new gaming experience. Skids is a 
racer that offers more than a nod to the massive suc- 
cess Micro Machines, especially with its four-player 
option that utilises Codemasters' clever 1 -Cart, 

Programmed by New Zealanders. Acid Software, 
Super Skidmarks uses a sophisticated isometric view 
for its stock-car setting. Although these screen stills 
are relatively unassuming, the shading and curvature 
on the dirt tracks is impressive on-screen, as is the 
animation of the cars enhances this effect as they 
bounce erratically around the playf ield. 

The Championship is set across four scenic 




areas, though in truth the 
layouts don't alter much 
— thereare no track haz- 
ards — they just become 
larger and more torturous. 
This forms half the chal- 
lenge. The other is a set of 
computer cars that have 
surely passed their 
advanced test. 

Being a Codies producti 
cheats, and a password optic 
'cows on wheels' option, where the players 
turbo-charged cattle in place of the regular 

Super Skidmarks is 
and enjoyable game, and while not possessing the 
same mystique of Micro Machines, it should find 
some fanatical supporters 



1 6-Bi t | Megadrive 





inging the fourth installment in 
I Sega's long-running RPC saga 
1 proved a problem for the UK arm 
company. Traditionally, game 
I this type have not been received 
II here as they are in Japan. 
Although the US had done the transla- 
tion work, the second consideration, 
the cost of a huge 24 Megabit cart, 
brought further reservations. 

been taken, the winners are Phantasy 
Star fans, who are treated to a vast 
chunk of action, that takes the plot we 
beyond the first three games. 

The gameplay — controlling inve: 
torres, arming combatants and using 
spells — is not to everyom 
the game succeeds by 
moments, introducing new characters and powers, 
and taking many weird and wonderful plot turns. / 
new feature is the combo attacks, where various 
spells and powers produce devastating results. 
Anyone new to the genre may find it heavy going, 



especially as the game plays on the 
established Phantasy Star mythology. 
24 Megs may seem par for the 
n these days of mega c; 
■nind that this employs the 
memory in game and plot and not on 
and sound. The save function is equally lav- 
three separate positions available Pretty it 
tthe mysteries of Phantasy Star IV will 
to fox you well after the likes of Thor and 
e been put to one side. 
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PRICE! CHOICE! QUALITY! SERVICE! 



DELIVERIES UP TO 22nd DECEMBER ■ PLEASE ORDER BY 3pm 
WEDNESDAY 20th TO GUARANTEE ARRIVAL BEFORE CHRISTMAS 



SEGA SATURN 

PACK 1: Saturn ft 

Virtus Fishier £319.99 

PACK 2: Saturn t, Viiru* Fighter 

& DAYTONA...f351.00 

PACK 3: Saturn & Vwtua Fighter 
& PjNiH D^«)ON....f35l.99 

| MY AN V UAD AT THE SAME TIME AS A SATURN FOR JUST £1 1.99 
| IVY HMU HACK AT THE SAME TIME AS A SATURN FOR JUST 114.99 
| HIT A HCOHD PAD AT THE SAME TIME AS A SATURN FOR JUST f 1 1 .99 
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GAME PLAY, 513 BRADFORD ROAD, 
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Cheque " Postal Order | Card [ 



LCard Number 
uep coomes-: . ■ 



Expiry Date / 



10 or ioCi iWn. Cphonak P&P 
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For Micro Machines '96 we've jam packed an For even more madness, use the all new 

amazing 65 manic courses into the wildest and Construction Kit to set up custom courses, 

weirdest regions of the Micro Machines house. and save 'em with the battery back-up. 

And it's on J-Cart, so a bedroom-busting eight Micro Machines '96 is guaranteed to stop you i 



players can dice it up on the craziest turbo 



your tracks. And that's a racing certainty. 



Code masters 




Our goal is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 

Thanks goes out to all the people who make this possible. 
From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 



People interested in helping us out, in whatever way possible. 
Either by donating classic magazines, scanning, editing or distributing them, 
visit us at http://www.retromags.com 



We are only interested in preserving classic magazines 
that are at least 5 years out of print. 

We have no desire or intention to profit from these in any way. 
So please, if you come across people trying to sell these releases, don't support them! 



Thank You and ENJOY! 



